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This is an interview with one of KZmod's betatesters and current top record holder Country: Germany faker, done by Country: United States Kangaroo.




Tell us a bit about yourself.

faker: Hey there, my name is Ralf, Iam 23 and I live in Munich, Germany. Iâ€™ve been studying Law for a year and besides that I love to play CS 1.6 and KZmod. My job as a beta tester for KZmod is to play all the new maps and mods and to find as many bugs and glitches as possible. Besides that, I love to record demos on the old/official maps as well, and show off what is possible in this mod to people who are not that experienced yet or just starting to learn how to climb.

What are some games you like to play in your spare time?

faker: Well, aside from CS 1.6 kz and KZmod climbing, I play regular CS 1.6 and other cool Action Games like S.T.A.L.K.E.R., Dead Space, and stuff like that. I really love to play games with amazing graphics and levels to explore, but Action Games are not the only Genre I like. I finished every single chapter of the â€œNeed for Speedâ€? series and other cool games I donâ€™t remember at the moment.

How did you get into the Counter-Strike 1.6 Kreedz scene?

faker: Basically, I came from CS 1.6 and wanted to improve my movement abilities and simply learn the famous â€œroof-to-rockâ€? jump on de_nuke. Ernstaugust connected to my server and helped me a lot. Later, he showed me the XJ website and I immediately made an account. After that I was shocked and amazed by the high amount of cool maps, with different and cool themes, and I decided to stay active and later on become a part of the staff.

Tell us about your history with the Xtreme-Jumps website.

faker: XJ started as a German trick-jump community for the Kreedz maps, but under the leadership of OddYsseus, ernstaugust and FikoN it got changed to an english/international community, which helped a lot. Later, when I was one of the Head Admins, we managed to merge with KZmaps.co.uk and Kreedz.com, the official KZ-Community and the Website where maps were released, which made us the official Kreedz Community out there and the place where new kz maps got released. Besides that, we did (and still do) host the record demos for all the Kz and custom maps out there for CS 1.6.

How have you helped Xtreme-jumps escalate to where it is today?

faker: I've been basically spending huge parts of my spare time and my heart-blood for working on the website and community, doing different jobs; Record-demo releases, map releases, keeping the game servers up to date, helping and coordinating the other admin and their jobs, looking for sponsors and partners and much more. A busy job, as you see.

How has 1.6 Kreedz changed from its early days?

faker: Most important change: It got bigger, bigger and bigger. It started with a few 1000 members and nowadays we have 50.000 registered members. However, there are still a lot of people who donâ€™t bother to post and let their accounts be deleted due to inactivity; otherwise there would be 70.000 members+. However, the total number of 1.6 KZ players is about 200.000, since the Chinese communities have a lot of players as well J But not only the number players did grow, in the beginning there were about 50 official maps, nowadays there are about 600â€¦ and people are still playing them for several days, to improve both â€“ their skills and record demos, which means there are new and even more amazing world record demos each day! However, there are some negative sides as well. What felt like a family in the beginning, because there were only a few guys around and everyone knew each other, changed to a more anonymous feeling when it became biggerâ€¦ but I guess thatâ€™s just the way it goes, when something becomes famous and bigger.

There's been a lot of new movement among 1.6 jumpers to KZMOD lately, what do you think triggered this new interest?

faker: Obviously the â€œjumpersâ€? are open-minded regarding new stuff, which is the reason why they play jump maps instead of normal 1.6 â€œshootingâ€? in the first place. 1.6 Kreedz maps are just extra maps without any changes to the game. Why not have our own beloved game that changed the whole movement of hl2/cs:s, which is pretty bad for jumpers and the weakest part of these games. It gives you the chance to play jump-maps in the hl2 engine and with all of its advantages and that sounds simply amazing. The graphics of the maps are just amazing and there are a lot of new maps, besides the remakes from famous CS 1.6 Kreedz maps, and a lot of stuff to discover. However, there are a lot of different game modes included, like the bungee courses, the surf courses, the slide courses and much more. Basically this feels like a totally different new game, with slight differences in the movement/physics, but still a great deal.

As of right now, you have 36 World Record demos on KZMOD, a sizable number ahead of Z0ck3rOO7 with 11. Do you plan to continue this domination and stay at the top of the list?

faker: Well, actually Iâ€™m a really bad recorder. I donâ€™t have much spare time, consistency, or strong nerves. However, I love to play the mod and show people that amazing things are possible and even though itâ€™s in a really early stage of development and there will be other geniuses and geeks in no time. To answer the question: Iâ€™m going to continue making records as long as I feel good, having enough spare time and as long as Iâ€™m still able to beat some of the maps.

Do you have a warm up ritual or do anything out of the ordinary before attempting a record?

faker: Mostly, I just connect to the map and start playing, by making the first mistakes I get my feeling and avoid doing them again, so basically a lot of â€œlearning by doingâ€?. However, I do kind of study the map the first time I play it to remember spots where bhop combos are possible or easy to do. Thatâ€™s a thing every good recorder needs to do, because you need to know the map blindly, like learning a poem, if you want to â€œpwnâ€? it without slowing down too much.

You beat your own records sometimes; why not wait until it's beaten by someone else first?

faker: Recording is not only about beating other peopleâ€™s times. Sometimes you just want to get your perfect run because you love the map, which is a thing that cannot be achieved in one day. So you get an amazing run, but still keep playing the map because you are not totally satisfiedâ€¦ On another day you are able to improve your time by a few seconds so you just submit the demo to give the people some more stuff to watch!

How easy is it for you to switch between 1.6 and KZMOD?

faker: At the beginning it felt a bit weird for sure, because in the early betas there were no duck-standup bhops, which are an essential part of the CS 1.6 Kreedzmaps. However, this was fixed with the release of Beta 4.0 and I can say that the duck-standups feel pretty â€œrealâ€? compared to 1.6 However there are still some little things to get used to, like the missing edge friction which makes you run off of jump blocks sometimes easier than in 1.6, because you donâ€™t slow down before you reach the edge, but once you are used to it you can easily switch between the games without a big difference or need to â€œadjustâ€? again.

What are some of your favorite unique features of the mod?

faker: I really love its game play and its maps. The game play feels really unique, like a mix of normal 1.6 climbing and the famous AXN Maps/Plugin for 1.6; really fast and speedy, which is cool for sure. If the architecture of the maps allows you to, and on many maps it does, youâ€™ll be able to bhop almost the whole map without stopping in-between. This, of course, is only possible if you have the needed bhop skills. Furthermore, most of the maps, at least the official ones, have an amazing design so you will be more than amazed when you see and jump them for the first time. There also are a lot of shortcuts, secret rooms, and mini-maps hidden everywhere so it will take a long time until you have discovered everything there is to find. Iâ€™m not a big fan of the gimmicks, but itâ€™s just fair to mention them as well: There are a lot of other game modes, like bungee, surf, slide, flare aim, bhop raceway and much more. You can pick different climb tools (ice axe, katana, donut, and hatchet) and climber models. You can also win medals by completing courses too, which can unlock various cool awards of your choice.

Where do you see KZMOD in the future?

faker: With the upcoming update to 4.2, KZMOD is about to become even more interesting for people that come from 1.6, since we have the double-duck and ladders like 1.6 added and this will adapt the game even more to the old 1.6 Kreedz maps. However, KZMod is capable of becoming hugeâ€¦ since weâ€™re our own mod, there is nothing we canâ€™t do, no threats of possible updates to the main game that could ruin us, and no other limitations at all. With the Steam support and some promo work KZMOD 4.2 will hopefully get the attention it deserves, and thenâ€¦ there are no limits, since the game is so competitive (world record, trick-jumps, jump-movies, cups, contests) there will be always enough motivation for everyone to improve their skill and become better and better. It will be just amazing to see where this ends (hopefully it never ends hehe).